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FOREWARD 


| have been gaming since the early days. In all my years (at least 13!!) of 
gaming, I've played & run some great games. But most of the games I've played 
are what | call “save the world games”, in which the group dynamics become 
important and every game is drenched in intense role play. Now don't get me 
wrong, | like that kind of game but sometimes you need a break, which is why | 
was motivated to make THE HUNT. | had been playing serious role playing games 
for so long that | forgot what it was like to “hack and slash." Using THE HUNT as a 
break from my campaigns, my players and | found ourselves relaxing and enjoying 
ourselves more. It got to the point where | couldn't run THE HUNT often enough, 
and when | didn't run it we were all looking forward to when | would. The key to the 
game is its simplicity, and of course, its subject matter. A few quick pointers to the 
would be player: First, DO NOT get attached to your character. In my Tuesday 
night group less than 10% of our characters have survived a full game and only 
one has made it two games. Second, be sure to read the optional rules because 
there are some very good ideas hidden back there. Lastly, kick back and relax, 
andhave a good time with it. This is the kind of game you play with your buddies to 
just have fun, not the kind you stress over. | have tried, and | think succeeded, in 
making the rules as interesting as possible, but it's the players themselves that 
make the game!! 


Leo Normington 
President 
Maverick Games Co. 


P.S. Reading through the game, you will notice that the masculine is always 
assumed (e.g. Buy his equipment.) This format was chosen for simplicity's sake. If 
there are any women, or sensitive men, who are offended by this, we apologize. 
But hey, its only a game! 
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COMMON COMPLAINTS ABOUT ROLE PLAYING GAMES 


Most Role Playing games are violent (especially this one), but it is the 
situation the characters, not the Players, are in that make them violent. Role 
Playing games have been on the market for about 14 years now and conservative 
estimates would say that over 6 million people in the US and Canada alone have 
played or are playing Role Playing games. With that many people playing an 
inherantly violent game you would expect astronomical numbers of true-life 
violent cases. WRONGI. In one day, more high school kids are injured playing 
football then have ever been harmed by acts of violence from Role Playing 
games. Unlike football, anyone can play a Role Playing game, and you just have to 
use your mind to play!!! 


NOTE TO NOVICE PLAYERS (What is Role Playing?’ 


Role playing is like improvisational acting. An actor is given a character that 
he is to portray while the director describes various situations to the actor in order 
to see how the actor thinks the character would react. In a role playing game, the 
actor is called a player and the director is called a Referee. Whereas an actor 
literally acts out his characters reactions, a player describes his characters 
reactions. On the stage the director can verbally describe a scene or he can have 
props set up to help the actor visualize what is being described. A role playing 
stage is usually a table top and once again descriptions are up to the Referee. As 
visual aids the Referee can use Lead Figures, Maps, and Counters (THE HUNT 
includes both a Map and Counters). Role playing offers young minds (and old) a 
chance to fantasize. Role playing games range in topic from the wild west to 
medieval England to the darkest outreaches of space. A player can become.a gun 
fighter, a wizard, a space explorer, a hi-tech spy, or in the case of THE HUNT a 
state of the art death dealing Hunter. The only boundaries are the imaginations of 
the players and the Referee. 


(Oy maccrone 


"Virtue is its own 
punishment.” - 
Stalker 
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BACKGROUND 


As history marches forward, Corporations carry the banner of the future 
and the lower classes get trodden under foot. The working class of the world 
continues to fuel the fires of corporate engines while they extinguish their own 
hopes and desires. Resources that could be distributed are eaten up by those 
that can afford them. Corporations have the power to make and destroy entire 
countries, to provide for their elite, and to keep a tight hold on the lower classes. 
As despair and pity replaces hope, the populace slowly loses the ability to 
function. More and more people choose not to bring children into the world that 
they and their parents have created. Money is rare and a constant source even 
rarer. Then enters THE HUNT. THE HUNT, sponsored by corporations, is able to 
bring entertainment into the homes of the world. Modern technology beams the 
game to even the farthest reaches of the planet. THE HUNT offers hope to those 
who dare to enter it. Their lives are already wasted and without hope, yet if they 
survive they get to keep all that money. And if they keep winning they can 
support their families. 

Win enough and they might have a future. If they die they have lost 
nothing, but if they win the world is theirs. The viewers at home are entertained 
and their hope is restored. Unfortunately, the viewing audience is too immersed 
in their own pity to see the many ironies of THE HUNT; 


1) On average only one out of eight Hunters actually survives. 
2) The restored sense of hope leads them to work harder which only fuels 
the engines of the corporations even more. 
3) While watching the game the viewer is bombarded by company 
advertisements which convince them of things they really need. 
4) Dozens of people have to die so that one person can be called a winner. 


THE HUNT is a corporate ploy to give people a false sense of hope and 
then to bleed them dry before they realize it. 


ALTERNATE APPROACHES 


The setting described is a way to give insight into the Hunters motives. 
My world is not cast in stone and you could instead come up with your own setting 
such as: 


1) You could take this game and add it any of your already existing 
futuristic games. For example if you are playing some space game, THE HUNT 
may be the favorite sport of someone in the group. Whole adventures could 
revolve around that one character trying to go see his favorite HUNT superstar in 
action. The character might have to go to a shady part of town to meet a guy 
scalping tickets. Maybe some arch enemy will also be at the game, And if the 
character is hunted by any law enforcement agencies, he might get a little camera 
shy when the camera pans the audience. 


2) You can make THE HUNT a world in and of itself. Just make Hunters 
and have a good time killing each other without any connection to an outside 
world. 

Whatever else you do, be creative and remember the whole idea is to 
have a good time! 


Man's history is a violent one and there is no reason to believe that the 
future will not hold more of the same. From the gladiatorial games of ancient Rome 
to the football gridirons of today, violence has excited crowds for centuries. So 
what then does the future hold? 

THE HUNT is the next stage in the evolution of sports. Heavily armed 
players known as Hunters, are placed in a maze filled with criminals. The Hunters 
earn points by exterminating these dregs of society, and each other. As the 
mayhem rages, video equipment set up throughout the maze brings the event via 
satellite into millions of living rooms worldwide. Although barbaric, the game 
serves a purpose for all members of society; 


1) The general public is given heroes with strength and courage, they are 
entertained by the unpredictable nature of the sport, and they get to see 
criminals suffer (always a crowd pleaser). 


2) As with all sporting events, the corporate world is given an excellent 
opportunity to promote their products. 


3) Law enforcement agencies, burdened by over crowded prisons and 
increasing crimes, use THE HUNT to dispose of undesirable elements 
and to deter future crimes. 


The game is expensive to produce, but the returns from anxious 
corporations and bloodthirsty audiences is astronomical. Game production starts 
with a stadium. A maze is constructed in the middle using 15’ x 10' x 3” slabs of 
concrete and steel. Video cameras and monitors are installed throughout the 
maze. With the maze built, Hunters are recruited and outfitted with state of the art 
equipment. The game begins to turn a tidy profit as air time is eaten up by hungry 
companies hoping to convince the world of the absolute necessity of their 
products. The final touch is the sale of tickets to the game. Tickets are expensive 
and hard to get a hold of. After all, can you think of anything better to do with your 
Saturday? 
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"Here's a quarter 
kid, tip the ferry 
man when you see 
him." - Stalker 
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As in any other game there can be only one winner. There are two ways to 
win THE HUNT. First, if there is only one surviving Hunter prior to time running 
out, he is the champion regardless of points. The other way for a Hunter to 
emerge victorious is if time runs out and more than one Hunter is still alive, then 
the Hunter (alive or dead) with the highest point total wins. Survivors are given 
their point totals in cash, while dead winners eamings are awarded to their family, 
next of kin, or favorite charity. | 


There are four types of participants in THE HUNT. What follows is a quick 
run down on each. | 


PREY Prey compose the largest percentage of the maze population. They 
consist of political rabble, less than noble lawyers, and white collar 
criminals. Prey are not armed, nor do they wear any armor. They are easy 
targets for Hunters and are lots of fun to play with. 


GAME Game are hardened criminals that can be a nuisance to Hunters. They 
wear limited armor, and carry mostly light weapons. However 
some do have grenades or even battle rifles. 


THE FOX This is the prize of the Hunt. The Fox is a wanted criminal who is 
highly dangerous. The Fox is on a par with, maybe even better than, 
most Hunters. The Fox is also heavily armed and armored, making him 
a formidable foe. 


HUNTERS Hunters are here for the money and prestige. They are well 
equipped and well motivated. There are no rules saying that the 
Hunters must work together. 


The first three groups are controlled by the Referee, while the Hunters 
are controlled by players. 


THE MAZE 


The maze is a grid covering the floor of the stadium. Each section of the 
grid is 10° x 10". The walls of the maze are 10' high and 3” thick. The wall is sunk 5 
into the ground, made of high grade materials, and is impervious to explosives. 
Video cameras throughout the maze capture all of the Hunt's action. Monitors 
placed in the maze allow the participants to see everything that is going on. The 
position of all pieces is known to all, unless a stealth roll is made (see SKILLS). 


Note: See also Optional Rule Hidden Movement 


COLLARS 


Everyone in the maze, from Prey all the way up to the Hunters, wears a 
metal collar. These collars provide several different services; 


*A micro chip in the collar transmits the wearers location to all the 
Hunters in the maze. Hunters know where everyone is at all times (see Hidden 
Movement & Surprise for exceptions). 


*A connection to the wearer's spinal column allows the Referee to 
“disable” everyone in the maze. This option allows everyone to be placed in the 
maze safely and it allows for commercial breaks. 


Example: Chopper has his rifle raised and is about to blow Torch's head 
clean off; the network throws a couple of switches, everyone in the maze 


is paralyzed, the network goes to a commercial, comes back, throws the 
switches the other way, and Chopper takes his shot. The basic cliff 
hanger scene. 


*In an attempt to control certain problem players during THE HUNT, an 
explosive charge is also built into the collar. The charge is just strong enough to 
pop the trouble makers head off. 


Note: Collars can only be activated by the Referee! 
CLIMBING THE WALLS 

THE HUNT draws a stadium full of fans and in order to protect them, the 
Hunters are not allowed to climb or throw things over the walls. Hunters who do 


not follow this rule are guaranteed to have problems with their collars. Before you 
do it, ask yourself if you're willing to lose your head over it. 


GETTING INTO THE MAZE 


All Participants of THE HUNT are placed in the maze while their collars 
have them disabled. All Prey and Game are spread generously through out, the 


Fox is always in the dead center, and Hunters start from the outer wall of the maze. 


When THE HUNT begins, everyone is enabled at once. 
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THE 
HUNTING GROUNDS 


When the HUNT's creators 
began to design a stadium 
for their new sport, they 
needed a place that would 
be big and loud. Centrally 
located downtown, the 
HUNTING GROUNDS is 
such a place. |In fact, many | 
of the cheaper seats 
require binoculars in 
viewing the action. 


Specifications: 


Capacity: 126,500 (incl. 
82 luxury sky 
boxes & 15 
executive suites) 


Media: 62 TV & Radio 
satellite uplink 
centers, to 112 
nations. 


Transportation: Bus, train 
& 2700 
space 
garage. 


"Never hit a man 
when he's down: 
kick him, it's 
easier.” - Stalker 
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CREATING 
A HUNTER | 


Attributes 


A Hunter is ranked from 2 to 12 in his attributes. Ranking represents how 
developed a Hunter is in that area. The Higher the better. All Hunters have five 
attributes that start at 2. 


Skills 


Skills are also ranked from 2 to 12. Unlike Attributes, Skills start at 0. To 
make a successful action requires a skill check. Skill checks are made when you 
roll two six sided dice (2d6). If you roll less than or equal to your skill you made tt. If 
you roll higher than your skill you blew it. 


Example: Chopper wants to intimidate the Prey around him. His 
intimidate skill is a 6. He rolls a 5 (2 + 3). Since he made it, all the Prey 
and Game around him lose a tum. 


STEP ONE: (Buying Skills and Attributes 


Hunter's have to “buy” Skills and Attributes. Attributes start at 2 and Skills 
Start at 0. It costs 1 to raise a skill or attribute 1 rank. There are a lot of things to 
choose from but don't worry because you get 30 + 5d6 (35 to 60) points to start 
with. 


Example: Chopper has 52 (30+5+34+64+2+6= 52) points to spend 
on skills and attributes. He wants a Dodge of 8 and an Intimidate of 6. So 
_| far he has spent 12 points (Dodge starts at 2, Intimidate starts at 0). 


Note: Skills and Attributes have a starting maximum of 12. However, 
certain equipment can raise skills and attributes above 12. No matter how high the 
skill or attribute is 12 is always a failure. 
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ATTRIBUTE DESCRIPTIONS (Attributes start at 2) 
Dodge- Hunter's ability to not get hit. 


initiative- Determines when a Hunter gets to act. 


Movement- Used to calculate how far a Hunter can move per turn. 


Size- This is a measure of how big and tough a Hunter is. 


Willpower- Hunter's ability (or inability) to ignore pain. 


SKILL DESCRIPTIONS (Skills start at 0) 
Archery- Skill to use both Crossbow and Long Bow. 


Brawling- Hunter's ability to punch, kick, bite, etc. This skill can be further 
described as wrestling, boxing, martial arts, or street fighting. 


Crowd Appeal- How well the Hunter plays the crowd. A successful roll gives 
the player extra points. 


First Ald- Can stop minuses taken from damage. 


Intimidate- Causes all criminals within sight to lose a turn. (Does not effect 
other Hunters or The Fox.) 


Melee Weapons- Skill used to wield such weapons as swords, axes, baseball 
bats, clubs, chain saws, etc. 


Perception- Allows you to see someone using stealth. 

Pistol- Ability to use pistols. 

Rifle- Lets you use shotguns, sub-machine guns, and battle rifles. 
Stealth- A successful roll gives you a chance for surprise. 


Technical- Allows Hunter to set and disarm traps using explosives, tripwires, 
etc. 


Thrown Weapon- The ability to throw things. E.g. grenades, knifes, Prey. 
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STEP TWO (GEAR) 


Hunters start with $15,000 to purchase all of their gear. 


Cost Damage Item Notes 
10 3d6 Hammer 
20 306 Climbing Pick 
300 5d6 Blow Torch 
25 3d6 Caltrops (5) 
50 406 Shovel 
20 3d6 Iron Spikes (12) 
100 Tool Kit +1 to Technical 
125 Binoculars 
300 First Aid Kit +1 t0 First Aid 
100 Bandolier Holds 50 shotgun shells 
is Arrow Quiver Holds 20 arrows 
100 Crossbow Bolt Quiver Holds 20 bolts 
300 IR Goggles Smoke has no effect 
75 Pocket Tape Recorder 
150 Pocket T.V. 
200 CD/Radio Player 
200 35mm Camera 
500 Video Camera 
750 Laptop Computer 
50 Flashlight 
25 | Cloak 
50 Backpack 
20 Belt Pouch 
5 Pocket Mirror 
5 Sack 
100 Rope (50') 
20 Water Skin 
5 Disposable Lighter 7 
) Torch 7 f ; 
5 Gloves } 
30 Sword Belt 
15 Pitons (10) =» 
100 Sun Glasses ‘ 
200 Lab Goggles 
25 Hypodermic Needle 
5 Ear Plugs 
20 Compass 
200 Make-up Kit 
30 Hack Saw 
10 Chain per foot 
100 Detonator for plastique 
50 Handcuffs 
20 Strip Binds 
10 Pack of Cigarettes 


Note: This is by no means a complete list. Referees have final Say in equipment. 
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WEAPONS 

Cost Damage ftem_ -Notes 

Melee Weapons (1 attack per turn) 

50 3d6 Hunting Knife 

200 4d6 Machete 

350 5d6 Katana 

400 6d6 Two-Handed Sword 

175 4d6 Hand Axe 

400 6d6 Two-Handed Axe 

250 5d6 Boar Spear 

150 3d6 Gladiator Net Knocks down opp. 

200 5d6 Trident 

45 3d6 Bull Whip No effect against armor 
50 3d6 Cat-O'-Nine Tails No effect against armor 
50 3d6 Generic Club, Bat, etc. 


Missile Weapons (1 attack per turn) 


200 5d6 Composite Long Bow Armor is halved 
300 6d6 Heavy Crossbow Armor is halved 
Pistols 

Revolvers Damage #Ammo (1 attack per tum) 

400 4d6 6 .38 Police Special 

600 6d6 6 .357 Magnum 

750 7d6 6 Colt .45 "Peacemaker" 


Automatics (2 attacks per tum) 


650 5d6 15 9mm Beretta 

800 7d6 7 .45 Colt Military Issue 

900 8d6 7 .44 Automag 

Rifles 

Shotguns (1 attack per turn) 

750 12d6 2 Double Barrel (sawed off) 
1000 12d6 6 Police Issue 12 gauge Pump 
1350 12d6 12 Combat Assault Shotgun 


Sub Machine Guns (Burst = 5, or Full Auto = 10) 


1100 10d6 30 Uzi 
1100 10d6 30 H&K MP-5 
1200 11d6 30 Mac 10 


TTT 
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Combat Rifle (Single, Burst, or Full Auto) 


1350 12d6 25 AK-47 

1600 12d6 30 M-16 

1750 13d6 35 FN-Fal Battle Rifle 

1800 14d6 30 British Individual Combat Rifle 


Ammunition (Single = 1 round, Burst = 5, and Full Auto = 10) 


25 Revolvers Box of 50 

50 Automatics Box of 50 

100 Shotguns Box of 25 

50 Sub Machine Guns Box of 100 
100 Combat Rifles Box of 50 

50 Arrows 10 

75 Crossbow Bolts 10 


Note: Armor Piercing Rounds make armor 75% as effective. Multiply 
base armor times .75 (round up). Cost is 5 times that of 
normal rounds. Arrows and Bolts already halve armor, and 


thus this does not apply. 
EXPLOSIVES 
Cost Damage Radius tem Special 
400 10d6 3 Fragmentation Grenade 
500 3d6 3 Concussion Grenade Turn loss 
350 2d6 3 Smoke Grenade -3 to Percept. 
2000 15d6 5 Plastique (1/4 Ib) | 'W/ 1 detonator 


Note: Radius is measured in squares. Walls stop the effects of 
explosives. 


ARMOR (1=Head 2=Chest 3=Rt Arm 4=Lft Arm 5=Rt Leg 6=Lft Leg) 


Cost Value Areas Item Description 
Free 0 26 Jumpsuit What most Prey wear 
350 § 2-6 Leather suit 


850 10 2-4 Bullet Proof Vest 
1000 15 2-4 Flak Vest 

1000 15 5-6 Flak Pants 

2000 15 26 Armored Overcoat 


3500 20 1-6 = Chain Mail -2 to Dodge 

5000 25 1-6 Ceramic Plate -1 to Dodge (Fire Proof) 
5000 30 1-6 Battle Armor -1 to Dodge 

500 20 1 Steel Helmet 

750 30 1 Ballistic Helmet 
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Note: Armor can be layered up to a maximum of 30 points. 


Example: Chopper is wearing a Bullet Proof Vest (10) and an Armored 


Overcoat (15), which means he has 25 (10 + 15 = 25) points of armor in 
areas 2-4. 


Armor is Ablative. Every time someone hits you, your armor value is 
decreased. If no damage gets past your armor subtract 1 from the location hit. If 
the armor is penetrated subtract 2. 


Example: If Chopper takes 10 points to his right leg the armor is reduced 
to 14 pts. On the next tum he is hit in the leg again for 15 points, 1 point 
got through so his armor is now only 12 points. 


Note: Internal Armor is not ablative. 


EXOTIC EQUIPMENT 
Cost Damage Item | Notes 
600 Anti-Smoke Goggles Smoke has no effect 


2000 Targeting Scope +1 to Rifle or Pistol Skill 

1100 6d6 Chain Saw 

8000 16d6 Flame Thrower Multiple Targets (exc. F. auto) 
950 Color Armor +1 to Stealth 

1500 Fireproof Suit Flame Thrower only does 4d& 
950 Crossbow Scope +1 to Archery 

1100 706 Power Axe 

1100 706 Energy Sword 

900. 5d6 Energy Net Success knocks target down 
500 5d6 Sonic Whip 

1750 Grenade Launcher Damage depends on grenade 
1500 506 Stun Rifle Success knocks target down 
750 4d6 Stun Pistol Success knocks target down 
2500 6d6 Battle Glove +2 to Brawling 

1750 4d6 Shock Gloves +1 to Brawling 

2000 5d6 Power Gloves +1 to Brawling 

300 Fire Extinguisher Puts out fires 

7500 14d6 Laser Rifle. +3 to Rifle 

4500 10d6 Laser Pistol +3 to Pistol 

2300 13d6 Assault Blaster 
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CYBERNETICS 


Cybernetics are pieces of technology that replace Human flesh. 
The result is a stronger, faster, tougher, Hunter. 


Cost Damage Item | Notes 

750 Sight Eye +1 Perception 

1500 Target Eye +1 Pistol, Rifle, or Crossbow 
200: Camera Eye Films all events seen 

500 (2)Anti-smoke Eyes Smoke has no effect 
2500 Arm Grenade Holds 3 grenades 

1550 8d6 Arm Flamer Flame Thrower in the arm 
1500 12d6 Arm Shotgun Double barrel 

1500 6d6 Arm Chain Saw 

1050 606 Arm Sword Sword in the forearm 
2800 Cyber Arm +2 Brawling 

600 5d6 Claw Hand Hand is like a cat's claw 
900 Tech Hand +2 Technical 

2000 10d6 Wrist Rockets Only 4 Rockets 

6600 2 Cyber Legs +4 to Movement 

5000 Internal Armor 20 pts on 1-6 Non Ablative 
3250 +2d6 Muscle Lace Makes limbs stronger 
5500 +2d6 All cyber Muscle +2 Size 

1500 Camouflage Skin +2 Stealth if not wearing armor 
1800 Face Replacement +2 Crowd Appeal 

1750 Look of Fear +2 Intimidate 

3300 Adrenal Boost +2 Initiative 

4700 Danger Boost +2 Dodge 

3850 Pain Editor +2 Will Power 

5000 Internal Health +2 First Aid 

DRUGS 


No Sporting event would be complete without some good wholesome 
drugs. All drugs add to one of the Hunter's skills (Can go above 12) for 1 turn. 
Drugs are taken orally and only one drug can be used at a time. Drugs last until the 
Hunter's next turn. (NOTE: We are by no means condoning drug use, but we are 
trying to make the game as realistic as possible. Notice how expensive 
the drugs are!!!) 


Cost Street Name Effects 

1000 Missed Me +1 to Dodge 

500 Speed +1 to Initiative 

500 Mover +1 to Movement 

750 ~~ Bulk +1 to Size 

800 __—s—Fist +1 to Brawling 

800 Stud +1 to Crowd Appeal 
750 Heal +1 to First Aid (only on user) 
400 Fear +1 to intimidate 

500 Blade +1 to Melee Weapons 
350 Looker +1 to Perception 


DESCRIPTIONS OF EQUIPMENT 


Hammer 
Climbing Pick 


Blow Torch 
Calttrops 


Shovel 

lron Spikes 
Tool Kit 
Binoculars 
First Aid Kit 
Bandolier Belt 


Quiver 

IR Goggles 

Tape Recorder 
T.V. 

CD Player 

35mm Camera 
Video Camera 
Laptop Computer 


Flashlight 
Cloak 
Backpack 
Belt Pouch 
Pocket Mirror 
Sack 

Rope (50') 
Water Skin 
Lighter 
Torch 
Gloves 
Sword Belt 
Pitons 


Sun Glasses 
Lab Goggles 
Hypo needle 
Ear Plugs 
Compass 
Make-up Kit 
Hack Saw 
Chain 
Detonator 
Handcuffs 


Strip Binds 
Cigarettes 


Pretty obvious isn't it? 


A pick the size of a hammer used by mountain climbers 


for balance. 

Hand held cutting torch. 

Small sharp objects similar in appearance to a child's 
jacks. Used to slow down pursuers. 
Standard military issue, folding shovel. 

Six inch long metal spikes. 

Standard kit includes; wrench, screwdrivers, & pliers. 
Makes things far away look closer. 
Bandages, gauze, tape, etc. (No drugs) 

With loops to hold bullets, as seen in a lot of 

western movies. 

Leather case and strap to carry arrows on your back. 
Goggles that allow the wearer to see heat patterns. 
Mini recorder to tape last will & testament etc. 

Mini television to watch the game. 
Combination CD Player and Radio for music to kill by. 

A picture is worth a thousand words. 

Hand held camcorder, great at weddings or funerals. 
Size of a small briefcase, comes with all the software 
you need. 

Come in lots of sizes and they all make light. 

For more dramatic Hunters. 

To carry all your stuff around in. 

Small pouch attaches to any belt. Holds a handful. 
Size of a lady's purse compact. 

Paper or Plastic. 

All purpose rope, useful to tie people up with. 
Holds a quart of liquid, any liquid. 

Small pocket lighter to light cigarettes or other things. 
A stick with gas soaked rags at one end. 

For fashion conscious Hunters. 

A belt that you can carry your sword with. 

Similar to spikes but not as crude. Used by mountain 
climbers. 

For fashion conscientious Hunters. 
Used by researchers to protect eyes from chemicals. 

To inject drugs, air, or water into people. 

Huh? What did you say? 

Every good Boy Scout should have one. 

Stage make-up to fake blood and gore. 

Small saw to cut through handcuffs or a leg with. 
Thick industrial chain. 

Can detonate plastique within 10 squares. 

Just like the police use. (Can be broken with a size 
roll -5) 

For cuffing protestors. Size roll -2 breaks them. 

You suck on them and they kill you. 
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Weapons 
Hunting Knife 
Machete 

Katana 

2 Handed Sword 


Hand Axe 
2 Handed Axe 
Boar Spear 


Gladiator Net 
Trident 

Bull Whip 
CatONine tails 
Club 

Long Bow 
Crossbow 
.38 Pistol 
.357 Pistol 
Colt .45 
9mm Beretta 
.45 Colt 

.44 Automag 
DB Shotgun 


Police Pump Shotgun 


Combat Assault 
Uzi 
H&K MP-5 


Mac 10 


AK-47 

M-16 
Combat Rifle 
FN-FAL 


Explosives 
Grenades 


Plastique 


Armor 
Jumpsuit 
Cloth Suit 
B-Proof Vest 


Overcoat 


Typical big knife for cutting down small trees. 
Very useful in the jungle and THE HUNT. 


A Japanese sword made of steel folded a million times 


A really big sword similar to those used by knights 
during the Middle Ages. 

Ordinary hatchet for chopping firewood and people. 
The kind of weapon preferred by Dwarfs. 

Since boar have a tendency to run up normal spears 


when stuck, a boar spear has metal coils on the shaft. 


With a boar spear the boar ends up gutting himself. 
Tangles the guy up and knocks him down. 

Similar to a pitch fork, it has 3 long metal tips. 

Nice heavy duty whip. 

Nine separate whips wove together into one handle. 
Use your imagination; a bat, a chair leg, a bone... 
A very precise and quiet instrument. 

Combination long bow and club. 

Carried by police detectives. 

Preferred by police. 

The weapon that won the west. 

Good standard 9mm. Little bang, but lots of bullets. 
Standard US military issue. 

Really big pistol. Scares elephants. 

Double Barrel, sawed off for concealability. 

found in squad cars. Bullets are loaded, then 
pumped into the chamber. 

Basically an assault rifle with shotgun rounds. 
The standard weapon of the Israeli Defense Forces. 
Small and compact, favored by terrorists in Century 
City, Ca. 

One of the first sub machine guns ever made. Small 
and reliable. 

What the Russians use. Cheap price and quality. 
What the Americans use. Expensive and weil built. 
What the British use. Lots of use in Northern Ireland. 
What everyone else in NATO uses. 


Size and shape of a baseball so their easier to throw. 
Frags - send little pieces of metal flying 


everywhere. Concussion - send force waves all over. 


Smoke - fill the area with smoke. 

Very explosive putty. Has to be primed in order to go 
off. A detonator sets off the primer. Very effective 

as booby-traps. 


Made out of spandex or cotton. What Prey wear. 
Made out of thick materials such as leather. 
Ballistic nylon that covers the chest and arms. This 
is the stuff cops wear. 

Similar to the coats long riders wore in the Old West. 
Covers everything except the head. 


Flak Armor 
Chain Mail 
Ceramic Plate 
Battle Armor 
Steel Helmet 
Ballistic Helm 
Exotics 
Smoke Goggles 
Scope 


Chain Saw 


Flame Thrower 


Color Armor 


Fireproof Suit 


Power Axe 


Energy Sword 


Energy Net 


Sonic Whip 


Grenade Launch 


Stun Guns 


Battle Gloves 
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Most soldiers are issued Flak jackets. Keviar is 

heavy and rather bulky but very effective. 
Just like knights used to wear. Heavy and cumbersome 
Ceramic sections are placed over a ballistic jumpsuit. 
The result is good protection, but sowed movement. 
This armor is completely Fire Proof. 

The latest in combat plastics is custom molded to fit 
each individual. Battle Armor is a sign that you mean 

to do business. 

Similar to helmets from WWII. 

The standard in helmets, light weight with good armor. 


Complex lenses in the goggles filter out smoke. 
Literally the wearer is allowed to see through the 
smoke. 

The infamous red dot targeting system. A red dot is 
seen on the target. The dot itself is no bigger than 
a fingemail. 

The type of machine you would expect to find in the 
wilderness or a horror movie. A very messy weapon to 

Say the least. 

For throwing flame onto people you don't like. A 
complex back pack system feeds chemicals into a hand 
held nozzie. Flame throwers are very hot to handle 

and a fireproof suit wouldn't be a bad idea. 

Any armor can be treated to blend into its 

environment. The effect is limited but not 
insignificant. 
lf another guy has a flame thrower this will:quickly 
become your most prized possession. ~ 
Energy from a power source in the handle is channeled 

to the blade where it heats the metal and gives off a 
brilliant glow. 

Similar to a Power Axe except that the Energy output 
is increased and the Energy becomes the weapon 
instead of an enhancer. 

Working on the same basis as an electric blanket, an 
energy net is a network of coils that pulsate heat. 
Sound waves sent through the whip increase its impact 
force. 

A rifle designed to shoot grenades. One grenade is 
loaded at a time. Very similar to a large shotgun. 

For game purposes the cost and damage of grenades 

are all the same. 

These guns fire a high voltage charge designed to 
knock a foe down. Basically a high tech version of a 
taser. The guns have good range and are powerful 

enough to stop the heart causing death. 

Massive metal gloves complete with lots of spikes. 

The gloves are by no means pretty but they are one of 
the most brutal weapons allowed in the Hunt. 
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Shock Gloves 


Power Gloves 


Extinguisher 
Lasers 


Blaster 


Cybernetics 
Sight Eye 


Target Eye 


Camera Eye 


AntiSmoke Eyes 


Arm Grenade 


Arm Flamer 


Arm Shotgun 


Arm Chain Saw 


Arm Sword 
Cyber Arm 


Claw Hand 
Tech Hand 
Wrist Rockets 


2 Cyber Legs 


Battery powered gloves that are just larger than 
normal gloves. Upon contact the gloves release a 
controlled charge designed to stun the opponent. 

By increasing the output of shock gloves Power Gloves 
are less stable but more deadly. 

For the Hunter who has everything. 

Highly charged electrons are fired through the air at 
alarming speeds. The effect is devastating and 
accurate. Lasers have two major draw backs, they are 
expensive and smoke halves their effectiveness. 
Really big and dangerous beam weapon. Not nearly as 
accurate as a laser, but it can be used against 

multiple targets. 


The eye is replaced with a small computer that is able 

to better take in the surroundings. 

The new eye places a target dot in the vision range. 

By lining the dot up with the desired target the 

chance to hit is increased. 

A mini camera transmitter in the eye socket transmits 

all visions directly to the Network box. Similar to a 
helmet camera in football. | 

Both eyes are replaced to filter smoke out. The good 
thing about these is that no one knows you have them. 
A smaller, but equally effective, grenade launcher is 
fully concealed inside the arm. You can have it 

without anyone else knowing about it. The grenade is 
launched out of the palm of the hand. Each arm holds 3 
Since the arm cannot hold a back pack worth of stuff, 
this little guy is not as hot an item as its big 

brother. Even so, concealability can be very 

important. Flames come from the palm of the hand. 
Only a double barrel job, but effective none the less. 
Both barrels are in the palm. 

The entire lower arm is an actual chain saw. The good 
news is you can never drop your weapon, the bad news 
is you Can never scratch yourself again. 
As with the Arm Chain Saw, the entire lower arm is an 
actual sword. 


_ For the Hunter who likes to get personal. Cybernetic 


muscles and cervos make the arm quicker to respond 
and to move. 

A Cat's claw at your fingertips. The claw is made of 
the finest tempered steel and is fully retractable. 

Let your fingers do the working. All the tools you 
need to get the job done are your fingertips. 
Rockets about two inches long are installed into your 
wrists (two in each arm). Always a biast at parties. 

Run the 100 meter in 6 flat don't believe me try these 
gems on. Both of your legs are completely replaced 
and your new muscles and cervos don't even cramp. 


Internal Armor 


Muscle Lace 
AllCyberMuscle 


Camo Skin 


New Face 


Look of Fear 


Adrenal Boost 
Danger Boost 


Pain Editor 
Int Health 


Drugs 
Missed Me 


Speed 


Mover 


Bulk 


Fist 


Stud 


Heal 


Fear 


Blade 


Looker 
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Look tough while you stay safe. The upper layers of 
your skin are removed and replaced with armor plating. 
Then vat grown skin is placed over your armor. An 
extremely painful process. Non Ablative armor. 
Reinforce your current frame with cyber strands. 

Get rid of that weak human stuff and put in some good 
old fashioned cyber strands. This stuff makes you a 

lot stronger and bigger. 

Imagine your skin being smart enough to blend with its 
surroundings. Well replace it with Camo Skin. This 
does work with Internal Armor. 

Get the Face job you wanted and look even better 
during the Hunt. The crowd will love it. 


Enhanced facial muscles and veins make you look even 
tougher then you are. 

Take the first shot. Adrenal Boost is a small device 
installed inside you that regulates the flow of 
adrenaline tothe rest of your body. 

Micro insert that allows you to react to danger even 
quicker than normal. 

If you can't feel it, it can't stop you. 

Enhanced cells allow you heal quicker. 


Allows you to control your sixth sense so that you 
literally feel the attack coming. There by Increasing 
your reaction time and allowing you to get out of the 
way in time. 

Tells your body to increase the production of 
adrenaline so you are actually thinking quicker and 
making decisions without hesitating. 

Gets your leg muscles going. This is a good one to 
take near the end of the game when targets are more 
spread out. 

A sort of steroids, Bulk deadens your nerves so that 
your damage is limited. 

The drug allows you to just act, without thinking 
about it. Your able to fight on instinct. All of 

your training becomes part of you. 
A relaxer of sorts, this drug makes you feel good and 
the crowd perceives it as being cool headed in the 
middle of all the action. 

Pop this little guy and your blood will clot faster 

and we all know that means you have a better chance of 
making it to the end of the game. 

This drug causes results similar to Look of Fear. 
Facial muscles and veins expanded giving the Hunter a 
menacing appearance. 

In a state of distant cool you become one with your 
weapon's every movement. 

You become alert, you see every detail. Nothing 
escapes your vision. 
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"The road of your 
life is about to 
come to a dead 


end.” - Stalker 
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O.K. you have some equipment, some armor, maybe some drugs, but 
who are you? Well this next step should shed some light on the matter. 


PROFILE 

Are you Black, White, Purple, Green... 
Are you tall, short, thin, or wide? 

What color is your hair or eyes? 


Is your hair long or short? 
How are you dressed? 


NAME 
This can be pretty tough, but here are some tips that should help. 


Think about your favorite sports stars; like "Too Tall", "Rocket", "Bone Crusher’, 
"Boom Boom", "Iron Mike", and others. 


Do you have a favorite weapon? i.e.: "Blow Torch", “Blade”, or "Uzi Bob" 
Do you have distinguishing features? "Scar Face”, “Baldy”, "Lefty"? 


Are you from somewhere unique or noteworthy? “Southern Fury", “Orient 
Express", "Johnny Reb" ... 


If you are still stumped, try a mythological character: "Dragon", "Shadow", 
"Wraith", or hundreds of other possibilities. 


INTRODUCTION 


Before your Hunter enters the maze, he will have to be introduced, so 
now you get to write your own introduction. Here are some examples to give you 
an idea. 


"Raised in the streets, this Hunter is not about to shy away from any fight, and she 
can definitely take care of herself. Please give a HUNT welcome to the Huntress!!" 


"Hide your daughters, bolt down the furniture, and get ready for slaughter. 
Razor's ready to raise a little Hell.” 


"Here's a man that gives a new meaning to the definition of heat. Here to raise the 
temperature a few hundred degrees, give a real warm welcome to Phoenix!" 


You get the idea! 


* 
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HUNTER PORTFOLIO 


HUNTER'S 


NAME: AorcH 


Naer® Sameue! 


SURPRISED:-2,1/2COVER: 
+1, FULL COVER:+2 
Cis 10, =e 


ATTACKER: — 


: _ FARLLAUTO: +2 
EXTREME:-2 BURST+1 


Here's a sample character sheet 
to let you know if you're on the 
right track! 
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CO} GAME 


"How would you like 
to be a live organ 
donor." - Stalker 
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GAME 


| MECHANICS 


WINNING 
There are two ways to win THE HUNT. 
#1 Only one Hunter alive before time runs out. The living Hunter wins. 


#2 More than one Hunter alive when time runs out. The Hunter (alive or Dead) 
with the most points wins THE HUNT. 


Survivors are given a cash total equal to their point total. A dead winner's money is 
given to his family, next of kin, or charity. 


Points are only awarded to Hunters, sorry Fox. Hunters can turn unspent money 
into points at the beginning of the game, at a rate of one for one. 


Scoring is strictly up to the Referee. The amount of points given out and the 
excitement of the Referee, is directly related to how motivated and excited the 
Hunter's will be. 


— 
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GETTING POINTS 


Points are awarded according to the following criteria: 


Finishing off a Hunter 

Being the sole survivor prior to time running out 
Killing the Fox 

Dying a noble death 

Still breathing when time runs out 

Executing a Game Animal 

Extremely brutal or merciless action 

Executing a Prey 

Witty statement (based on audience response) 
Blatant disregard for personal safet 

inflicting a Head Wound 

Misc. Macho Action (Makes a good instant replay) 
Successfully avoiding a booby-trap . 
Successful Brawling attack 

inflicting a Chest Wound 

Successful melee attack 

Successfully avoiding an arrow or bolt 
Successfully hitting a Hunter with an arrow or bolt 
Successfully avoiding a Melee attack 
Successfully avoiding a Brawling attack 
Successful use of explosives against another Hunter 
Successfully shooting a Hunter 

Bad Cliche (based on audience response) 
Successfully avoiding a bullet 

Destruction of a monitor in the maze 

Excessive Ccautiousness 

Misc. Cowardly Action (begging, praying, etc.) 
Dying a cowards death 

Destruction of a video camera in the maze 

Being killed before time runs out 


OPTIONAL POINTS 


Issuing a challenge which includes your location 
lf Referee has to give your location to spice things up 
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TURNS 


Hunters act according to their Initiative. Highest initiative goes first. 


ACTIONS 


Movement 
A Hunter can Wak a number of squares equal to Movement. A Hunter 
can Run a number of squares equal to 2 x Movement. Diagonal 
movement is allowed and only counts as one space. NOTE: Additional 
Movement rules can be found under the optional section. 
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Use a Skill 
Skills such as; First Aid, Technical, and Stealth. 


Aiming . 
To aim for a specific body part takes a full action and the attack is at a -2 to 
hit. Full auto attacks cannot be aimed. 


Reloading a Bow or Cross Bow 
To Reload one of these items takes one action (1/2 a Turn) 


Attack 
Includes all combat skills. 


A Hunter can perform two actions each turn. 


Example: Chopper (Movement 8) can run 16 squares and then use his 
Technical. He can use First Aid then Shoot at another Hunter, or 
he can Shoot at someone and then move. A Hunter can not 
perform the same action twice. ( With the exception of First Aid.) 

Example: Chopper can not run 16 squares and then choose to run 

another 16 squares. Nor can he Shoot two bursts. 


Zero Action items 
The following do not take an action to perform 


1) Crowd Appeal skill rolls 

2) Intimidate skill rolls 

3) Comments (witty or bad) 

4) Taking a drug. Drugs last for one full turn. 


Crowd Appeal 


lf a Hunter has Crowd Appeal and decides to try to use his skill during the 
game this is how it works: Roll a skill check, if it is a success than the player gets 
their skill x 100 points. 


Example: Faceman has a Crowd Appeal of 8 and chooses to take an 
action to make the roll. Rolling a 7, he makes his Crowd Appeal 
and thus gets 800 (8 x 100) points. 


Note: Some people are not as quick with witty comments as others, and 
since a great deal of points can be had through such comments, this skill should 
make things a little more even. This skill should not replace Role Play. Encourage 
them to describe what they are doing to deserve the points, but don't cut them 
out of the game. 


HOLDING AN ACTION. 
Note: This rule can get tricky so be careful. 


A Hunter does not have to take his turn during his initiative. Instead, you 
can hold an action or your entire turn. 


Example: On Chopper's turn he runs his full movement (1 action) then he 
waits. He is considered to be holding 1 action. 
Held actions can be used anytime before the end of the 
turn, after which you have lost it forever. 
Example: The fastest Hunter (Speedy) can act anytime before the Prey 
are finished with their turn. 


ATTACKING 


Hunters can choose to attack as one of their actions. 
Resolving an Attack 


1) Declare Target 
Find someone in line of sight. Announce target to Referee. 


2) Choose Weapon 
What weapon are you going to use. Remember the range. 


_ 3) Consider Modifiers 
. Start with the weapon skill and apply the following modifiers: 


Point Blank = +2 Firing Full Auto = +2 
Short = +1 Firing a Burst = +1 
Medium = -- Firing Single = -- 

Long = -1 Attacker Running = -1 


Extreme = -2 Extra Targets = -1 each 
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"It's back to the 
gene pool with 
you.” - Stalker 
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4) Roll an Attack 
Roll less than the Modified number from 3). (Remember 12 always fails 
and 2 always hits) 
5) Consider Modifiers 
1/2 Cover = +1 Surprised = -2 
Full Cover = +2 Defender Running = +1 


See Armor Modifier Dodging a Grenade = -5 


Attacker Modifier = -? (How much did the attacker make it by) 
Needed to roll 8 or less rolled a 3, Modifier = -5 (8-3) 


6) Roll a Defense 
Roll less than the modified number from 5). (Remember 12 always fails 
and 2 always hits) 


7) Roll Damage 
Roll the damage for the weapon you are using. 


8) Roll Location 
(1) Head (4) Left Arm 
(2) Chest (5) Right Leg 
(3) Right Arm = (6) Left Leg 
9) Subtract Armor 
Consider Modifiers 


Head (1) = +10 Chest (2) = +5 
Armor piercing rounds (Armor x .75) 


10) Check Size VS. Damage 
Look on the chart. 


11) Roll Will Power 
For every Attribute penalty make a check against Will Power. A 
successful roll, negates the penalty. 


12) Note Damage 
Be sure to write down what happened to you. Remember your armor. 


13) Award Points 
Don't Forget to get your hard earned points!!! 


RATE OF FIRE 


Single One (1) round is used and no bonuses are given. 
Burst Five (5) rounds are fired and a bonus of +1 is given. 

Full Auto Ten (10) rounds are fired and a bonus of +2 is given. 
Note: Each type of weapon has different Rates of Fire. 


EXPLOSIVES 
All explosives effect a radius. Do not roll location for explosives. Armor 
value is considered to be whatever the Chest armor is. A Dodge against 


explosives cuts the damage in half. Roll damage once for all the targets within 
range. 


Example: Chopper has 25 pts of chest armor and is within 3 
squares of an exploding frag.. The damage is 40 points. Making 

a Dodge cuts the damage down to 20 points, less than his armor, 
but he does still lose a point off of his chest armor. 


GRENADES 

Hitting with grenades uses Thrown Weapon skill +5. If the Hunter doesn't 
have the skill the chance is 5 or less. If a grenade misses roll 1d6 (Odd = Too Far, 
Even = Not far enough) then roll 1d6 for distance in that direction. A grenade can 
be thrown as far as the Hunter's Size. 


The damage of lasers is halved by smoke. Because of the stadiums 
excellent ventilation system Smoke only lasts for one turn 


The skill needed to use an Exotic weapon depends on the weapon. 
Common sense dictates that a Laser Pistol would use a Pistol skill. 


ARMOR PIERCING ROUNDS 

Armor is multiplied by 75% before subtracting it from damage. 
Example: Chopper is hit in the chest (25 pts) by an Uzi with AP 
rounds. The damage rolled is 32 points. Damage ends 
up being 32 - 19 (25 x .75 = 19) + 5 (Location = 
Chest), for a total of 18 points. Without AP the 
attack would have done 32 - 25 + 5 = 12. (Tough break) 


Armor is halved (round up) against bolts and arrows. 


Example: Chopper is hit in the chest (25 pts) by a Crossbow for 
15 points. The damage is 15 - 13 (25 x .5) +5 
(Location = Chest), for a total of 7 points. 


BRAWLING DAMAGE 
All bare fisted attacks do 3d6 + (Size / 3) 


| Example: Armsman would do 6 - 21 (3d6 + 3) points of damage bare 
fisted. 


IRAPS 

A Technical role is needed to set a trap and to disarm it. What a trap is 
made out of is up to the Hunter. Damage is based on the materials used. A 
perception roll lets you see a trap before setting it off. 


FLAME THROWER | 
Can be used against muttiple targets, take into consideration the 
minuses, but it can not be fired Full Auto or Burst. 


RANGE CHART (Maximums measured in squares) 


Pt. Blank Short Medium Long Extreme 

Brawling 1 N/A N/A N/A N/A 
Melee 1 2 N/A N/A N/A 
Bow 1 4 8 16 17+ 
Pistol 1 4 8 16 17+ 
Shotgun 1 3 6 12 13+ 
Mini Gun 1 5 10 20 21+ 
Rifle 1 8 16 32 33 
WILL POWER & FIRST AID CHECKS 


Notice that on the Size vs. Damage chart the result can include negative 
modifiers to attributes. This type of damage represents the pain and agony the 
target is experiencing. Don't worry there is hope for you. For every attribute 
affected a Will Power roll is made. If successful the Hunter can grit his teeth and 
ignore the pain, and therefore disregard the modifier. If the roll is unsuccessful 
then the Hunter must suffer the consequences of his weakness. 

lf a Hunter or Fox fails a Will Power roll he can try to use First Aid to stop 
the suffering. The Hunter or Fox can attempt to negate one modifier an action and 
can spend as many tums as is desired on the same modifier. The following 
modifiers apply to both Will Power and First Aid checks. 


DamageResutt Necessary Skill Check 
-1 to Attribute Unmodified roll 

-2 to Attribute -3 to skill 

-3 to Attribute -€ to skill 


Example: Chopper (Size = 8 / Will Power = 10) takes 22 points of damage, 
which results in -3 to Size & -3 to Will Power. Chopper therefore 
must roll 4 or less for Size and Will Power. Rolling a 7 for Size and 
3 for Will Power, he has negated the Will Power modifier. The 

next turn, still suffering from the Size modifier, he chooses to try 

his First Aid roll (he needs a 2 or a 3, good luck). If he fails he can 

keep trying until he succeeds, meanwhile his Size is a 5. 


Note: Attributes cannot go below 2. Additional negatives to the same location are 
counted as separate wounds. 


Example: lf Chopper took 11 points with his now 5 Size he would get 
another -2 to Size. After a failed Will Power roll his Size would be a 


3. He would need two First Aid rolls to be back to normal (one at - 
6 and one at -3). 


Be sure to record negative modifiers on the Hunter profile sheet next to the 
appropriate box. Referees can also keep track using the boxes on the Initiative 
chart. . 


SAMPLE COMBAT 


After killing a bunch of Prey, Torch decides that Blood Guard has a few 
too many points so he sets himself to the task of eliminating the competition. 


Torch has an Initiative of 8, while Blood Guard has an Initiative of 4 Torch 

goes first. 
"| like a man who 

- Torch runs next to Blood Guard (1 Action) can laugh off a 
- Knowing that Blood Guard has a fire proof suit on, Torch tries to disabling wound.” - 
get him with his Boar Spear while yelling "Stick Around!!!". Stalker 
- Melee skill of 5 + 2 (Point Blank) - 1 (He Ran), Torch needs to 
roll 6 or less. Rolling a 4 he hits by two. 
- Blood Guard has to make a Dodge roll at 8 - 2 = 6. He rolls a 7 
and is successfully hit. 
- Torch rolls location 2 (The Chest) 
- The damage is 5d6 + 5 (Chest) = 21 
- Blood Guard has 25 points of armor in the chest so nothing gets 
through. 
- Blood Guard's chest armor is now a 24 because he was hit 
- Points - +1000 for blatant disregard of personal safety 
+ 100 for that really bad cliche 
+ 400 for a successful melee attack 
+ 500 for a chest wound 
Total = +2000 


Blood Guard's turn 


- Aimed shot for the head (1 Action) 

- Fires a single AK-47 shot at the head 

- Rifle 8 - 2 (aimed shot) + 2 (Point Blank) = 8 or less. Rolls 2. 

- Torch has to Dodge 8 - 6 = 2 to not get hit. Rolls a5 

- The Damage is 12d6 + 10 (Head) = 53 

- Torch has 25 points of head armor. 28 gets through 

- With a Size of 10 the damage is -3 to Move and -3 to Size 

- 2 Will Power Rolls -3 Move = Will Power - 6 = 2. Rolls a 10. 
-3 Size = Will Power - 6 = 2. Rolls a 7. 

- Torch had a Move of 6 (now a 3) & a Size of 10 (now a 7) 

- Head armor was 25 now a 23 because he was breached. 

- Points - +1000 for extremely brutal action 

+ 200 for a successful gun shot 

+1000 for a head injury 

Total = +2200 


Next turn, Torch has to decide whether to run and lose points or stay and lose his 
life. 
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REFEREE 
AA SECTION 


So you want to be a Referee do you? First of all before we get started let 
me make sure you know what you are getting into. As the Referee it will be your 
job to make the game as interesting and fun as possible. You have to make the 
Players participate. You will have to do your best to encourage good 
introductions, witty comments, and general role play. You will have to keep the 
Hunters involved by giving graphic descriptions, replays, lots of points, and by 
keeping your own interest as high as possible. | haven't scared you off yet so you 
might as well pull up a seat and let me ask you a couple of questions. 

How well do you know the rules? Don't get me wrong, you don't have to 
have the rule book memorized but an overall knowledge will help the game move 
along quicker. 

Are you a loud obnoxious kind of person? You don't have to be but the 
louder and more pumped up you are the more exciting the game will be. What do 
you the think the goal of the game is? If you said kill everything in sight you were 
wrong. The overall goal of the game is to have a really fun time, the killing just 
provides the setting. 

Can you control your gaming group at its worst? This is probably the 
toughest part about THE HUNT. The best games will be when your players are on 
the edge of out of control. The worst games, however, will be when they pass 
over the line and become anarchists. 


"His only redeeming 
quality is that 

he's biodegradable” 
- Stalker 
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REFEREE ©’ 


Now that I've scared the heck out of you, let me give you some advice on 
how to be a good Referee. 


1) Know the rules or at least the layout of the rule book. Nothing will kill the mood 
of a game quicker than spending 2 hours looking up the rules. 


2) Make it known that you are God. The Referee's word is cast in stone. Don't let 
the players spend half an hour arguing over who is right. lf necessary take 
the rules away from them after they have made their Hunters. There is no 
room for RULES LAWYERS in THE HUNT!!! 


3). Be fairill! If your word is golden then you better not be unfair to the Hunters. 


4) Don't be a picky Referee. Let the Hunters blow the heck out of the Prey and 
Game. That's what they are there for. Don't worry about their points and 
their armor. If the damage was extensive, take the corpse away. 


5) Give lots of points. The more points you are willing to give out the more creative 
the players will become. 


6) Keep the game moving. Its ok to take a minute to exchange some witty 
comments but five or ten minutes is starting too much. Hunters not 
involved in will become disinterested. 


7) Modify the damage done by the Fox. The fox is in the maze to scare the 
Hunters, not to kill them. (At least not right away!) 


8) Read over the optional rules. Try different rules, that will make the game 
different every time you play. 


If you do these eight things | guarantee that you will make an excellent 
Referee. In the end remember that the whole idea is to have a good time, so be 
Creative, and good luck. | 


As a final safety net if problems arise or you have suggestions you can 
always write to me or catch me at most of the San Francisco Bay Area 
- conventions. 
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How to set up a game 


1) Help players create Hunters. 

2) Choose optional rules to be used. 

3) Choose a Fox from the Kennel. 

4) Set a time limit. — 

5) Fill out an initiative chart. 

6) Read off Hunter introductions. 

7) Start with turn one and keep going till time runs out or only one 
Hunter is still alive, which ever comes first. 


Time Limits 


Set a time limit of about 4-6 hours of real time. Depending on the number 
of players this will equal out to 10-15 turns each. Be sure to announce the 
deadline at the beginning of the game, and remind the players what time it is as 
the deadline gets closer. The game actually ends at the end of the turn. So if the 
deadline is midnight and you start a new turn at 11:58 then game ends when 
everyone has had their turn. The deadline is not set in stone, so if everyone 
agrees, extend the time. 


Initiative 


The initiative chart will tell you who's tur it is next. Highest initiative goes 
first, lowest last. List the Hunters and the Fox according to their Initiative Skill, 
from highest to lowest. After all the Hunters and the Fox goes the Game and then 
the Prey. 


THE KENNEL 
Statistics for Prey & Game. 


Prey 

Dodge = 5 Movement = 5 
Life Pts = 10 Brawling = 4 
Armor = 0 (1-6) No Weapons 

Game Type A (Rabbit) 
Dodge = 6 Movement = 6 
Life Pts = 15 Pistol = 6 
Armor = 10 (2-4) (4d6) .857 Magnum w/ 50 rounds 

Game Type B (Deer) 

Dodge = 6 Movement = 6 

Life Pts = 20 Rifle = 6 

Armor = 15 (2-4) (8d6) Uzi w/ 100 rounds 

Game Type C (Elk) 

Dodge = 7 Movement = 6 

Life Pts = 25 Pistol = 6 . 
Armor = 15 (2-6) (6d6) .44 Automag w/ 50 rounds 

Game Type D (Wolf) 

Dodge = 7 Movement = 6 

Life Pts = 30 Rifle = 6 

Armor = 15 (2-6) (10d6) Police 12 gauge w/ 25 rounds 
(3d6) 2 concussion grenades 

Game Type E (Bear) 

Dodge = 8 Movement = 10 

Life Pts = 35 Rifle = 8 

Armor = 15 (2-6) (10d6) M-16 w/ 100 rounds 

20 (1) (6d6) 2 frag grenades 


Note: Since Prey & Game have a limited number of attributes, damage 
is calculated differently. Every point of damage that gets 

trough armor is subtracted from the total Life Pts. When life 

points reach zero (or negative numbers) then the poor sod is 

dead. 


DEATH CHART 


Use the following chart to make the deaths of Game and Prey dramatic and 
interesting. 

Roll 2d6 

2 You ripped him to pieces, now he's a human jigsaw puzzle. 

3 Blood flows like the Nile from his open wounds. 

4 He's dead before he even gets the chance to scream. 

5 The Surgeon cringes at your handiwork. 

6 Several people in the audience just found religion. 

7 Get the butter, he's toast. 

8 The bloody wall makes a fine Modem Art piece. | 

9 The maggots make yummy sounds. 

10 The decapitated body writhes on the bloody ground. 

11 Intestines are flung across the maze like macabre streamers. 
12 Put a fork in him. He's done. 
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"I'd shoot you in 
the face but it 

couldn't get much 
worse." - Stalker 


(Oy FOXES 


Robert Patterson 
A.K.A. Armsman 

26 years old;6' 6" Tall 
Brown Eyes, Black Hair 


THE 
FOXES 


Armsman is an ex- 
soldier who just loves to 
kill. Armsman was 
discharged from the 
military because of, "a 
disturbing personal 
desire for combat, any 
_ kind of combat, with 
anyone.” After the 
military, Armsman 
became a survival nut. 
His home is literally 
carved out of the side of 
a hill. Armsman’s criminal 
career began when he 
killed a "commie scum 
bag" come to take him 
to an internment camp 
(a local land surveyor). In 
a gun battle with local 
police, Patterson killed 
6 officers and blew up 3 
squad cars. The battle 
with police started a 
random killing spree that 
ended three months 
latter. Patterson was 
found guilty of killing 
over 10 people in a one 
week period alone. At 
his trial Patterson was 
asked if he had anything 
to say in his defense, 
what follows is his 
response, 
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"Patterson, Robert J. 
Sgt. Military Defense 
Force Serial Number 
553035. Patterson, 
Robert J. Sgt. Military 
Defense Force Serial 
Number 55303J5..." 


— 


Armsman is definitely 
way over the deep end, 
but if anything that 
makes him even more 
dangerous. Patterson's 
most dangerous 
qualities are his 
unpredictable nature 
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and his knowledge of 
explosives. Nearly a 
third of Patterson's 
victims fell prey to his 
intricate web of booby- © 
traps. Torch, one of 
THE HUNT's more 
prominent Hunters had 
this to say about 
Armsman: 


"Well the guy sure as 
heck does carry a whole 
lot of really big guns. It 
looks to me as though 
this is one of those guys 
who likes to get in close 
and personal. Fine by 
me, I'll just roast him a 
little while he tries it. The 
only thing about the guy 
that even comes close 
to scaring me, is ail that 
damn plastique. You'd 
think he was trying to 
break into Fort Knox or 
something.” 


Although not the same 
quality Fox as fron 
Cross, never under 
estimate your 
opponent. Remember: 
when you start under 
estimating, the grave 
diggers start digging a 
nice hole just your size. 


(Oy Foxes 


Todd Becker, MD 
A.K.A. The Surgeon 


37 years old; 6’ 1” Tall, 
Green Eyes, Brown Hair 


Doctor Becker proved 
to be one of the most 
difficult criminals in 
history to catch, taking a 
task force of police 
organizations over six 
years to track down. The 
man is a mastermind. At 
one time, he held the 
prestigious title of Chief 
of surgery for a 
respectable East Coast 
hospital. Doctor Becker 
is also credited with 
some of the most 
gruesome murders in 
the history of man. The 
Doctor himself 
considers his "work" 
grisly but necessary. 
Just what kind of work 
does the good Doctor 
do? The Doctor is a 
master of the human 
body. He earned the 
title of The Surgeon for 
the meticulous 
dissection he performs 
on his victims. Unlike 
other Foxes, the 
Surgeon chooses to 
disarm his prey with 
cunning and charm. 
Many a beautiful woman 
gave her heart to this 
man in more ways than 
one. Not only does the 
Doctor dissect his 
female victims, he also 
eats their flesh. During 
a psychiatric interview 
after his capture, the 
Doctor gave this insight 
into his mind: 


"You see, my Bride was 
taken from me before 
we were married. My 
studies of the human 
anatomy are merely an 
attempt to better 
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understand death, and 
therefore prevent it. | 
believe that one day my 
Studies will find a cure 
for death. As to my 
appetite for young 
hearts, well | must 
confess that is not 
based on science. 

A psychiatrist friend of 
mine introduced it to me 
some'years back 

and | am afraid that | am 
quite hooked. | consider 
it an advantage of my 
work, that it allows me 
access to this lovely 
delicacy." 


The Doctor's charm and 
wit may very well have 
allowed him to steal the 
hearts of so many 
young women, but will it 
help him when he faces 
THE HUNT? Chopper 
doesn't seem to think 
so: 


"This is one sick puppy. 
Look I'm no Doctor or 
nothing like that 
but | know that a good 
way to stop death is to 
stop killing people. | 
mean, this guy is 
whacked! Doctor 
Becker may have had 

‘his way with some 

young chicks but | don't 

think I'll have any 
problem offing him. Asa 
matter of fact | think | 
might even enjoy it 
more than | usually | do.” 


The Hunters seem to 
think that charm and wit 
have no place in THE 

HUNT, but only time will 
tell. 
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Hans Rengstorff 


A.K.A. iron Cross : 
23 years old, 6' 4" Tall 
Biue Eyes, Blond Hair 


Born Michael 
Bergmann, iron Cross 
changed his name to 
Hans Rengstorff the day 
after his eighteenth 
birthday. Hans 
Rengstorff is wanted in 
more than 10 states for 
racially motivated 
crimes. His crimes range 
from execution slayings 
of public officials to the 
brutal extermination of 
entire families. Upon his 
arrest Iron Cross had 
this to say to the media: 


“| want everyone to 
know that | was not 
captured by the 
infected police of this 
nation. |, lron Cross, 
willingly surrendered so 
that | could compete in 
THE HUNT and thus 
prove to the worid the 
strength of the Aryan 
Nation and its soldiers." 


Hans was the major 
enforcer for the 
Brotherhood of the 
Aryan Nation, a radical 
white supremacist 
organization dedicated 
to the genocide of 
“lesser” races. Hans kills 
without conscience, for 
he truly believes the 
people he is killing are 
nothing more than 
lambs being led to the 
slaughter. Prior to his 
“capture” police 
psychiatrists had titled 
tron Cross"the most 
‘dangerous free 
individual in our 
society." His unique 
combination of 
fanaticism, intelligence, 
and brute strength 
make him an adversary 
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worthy of careful 

consideration. Hunt 
superstar Chopper, in a 
recent interview had this 
to say about Iron Cross: 


“Let's get one thing 
Straight right now, {'m 
not afraid of anyone or 
anything, and this guy 
scares the hell out of 
me!" 


Since his incarceration 
in the Kennel, fron 
Cross has spent his time 
, Preparing mentally and 
physically for the 
onslaught to come." 
lron Cross has of yet to 
meet the Hunters that 
will try to rob him of his 
life blood but he has this 
to say about his would 
‘be executioners: 


"There is no greater 
warrior than an Aryan 
and there is no greater 
Aryan Warrior than me. 
Any man who dares to 
enter my maze will die as 
surely as all Lesser 
people will!! “ 


lron Cross is definitely 
not at a loss for words 
nor the muscle to back 
the words up, but what 
of the Hunters he 
faces?? Can they 
destroy yet another 
Reich?? One thing is for 
Sure, this is bound to be 
one hell of a match up!! 


NOTE: 
During play testing Iron 
Cross lived through 4 

complete games before 
he was finally killed. 
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"Sorry, | don't have 
time to kill you 
right now.” - 
Stalker 


Here's a few things that you can use to customize your HUNT. 


Hidden Movement 


This option opens up all new aspects of the game, and will probably 
become a permanent part of your HUNT. Hunter counters do not start on the 
map. Instead each Hunter is assigned a secret grid coordinate (i.e. A-1 or D-15). 
The Hunter writes out his Movement and gives it to the Referee on his turn. 


Example: Chopper starts at A-1 and wants to get to C-5. He would 
Write “Start at A-1: Move SouthEast 2 Spaces, East 2 Spaces: 
End at C-5" or "A-1 2SE 2E C-5". 


The Referee, by keeping track of everyone's position, announces when 
Hunters see each other. The best way to do this is to make copies of the small 
handout map for everyone and put each copy into a Polyview. Then use Dry 
erase pens to mark positions on a master map. Hunters place counters on the | 
map whenever they announce their position, when they attack, or when they are 


attacked. If nothing happens the next turn they are again hidden. 


Example: Chopper starts at A-1, he moves to C-5 where he attacks a 
Prey. Because he attacked his counter is placed at C-5. If nothing 
happens next turn he is again hidden. If something does happen 
his counter stays on the board until a turn when he does not 

attack and he isn't attacked by someone else. 


The Fox 


It is recommended that the Fox, as well as all the other criminals, do not 
use the Hidden movement rules. It could become extremely complicated to keep 
track of them. If a Referee so desires a Fox can be given the ability to use Hidden 
Movement (We Strongly Advise Against This). However, a much more interesting 
way of doing it, is to slightly cloak the Fox. ( ie: His counter is not necessarily 
where he is but he is within one square of that.) 


Example: Iron Cross’ counter is at H-10. The real Iron Cross could be 
there or in anyone of the adjoining squares, including H-11, on 
the other side of the wall. 
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Extra Points 


This optional rule allows for one extra way to earn points and one extra 
way to lose points. 


(+500) Issuing a challenge which includes your location 
lf a Hunter is hidden and decides to be a tough guy, he can 
volunteer to place his counter on the map. 
(-500) If Referee has to give your location to spice things up 
If a Hunter has been sneaking around for 3 turns and has not 
shown himself, the Referee can announce his location. This rule is to 
keep people from hiding during the whole game. 


Skill Points 


Give the Hunters all the same number of starting points (i.e. 50 or oe 
This keeps one Hunter from having an advantage over another. 


Less Skill Points- \f the Hunters are getting too tough give them less skill points to 
start with (i.e. 35 or 45 maximum). 

More Skill Points- \f the Hunters aren't tough enough, give them more skill points 
to start with (i.e. 70 or 80 point maximum). 


Division Games 


Change the amount of starting money either up or down. The game is 
currently set at Division 15 (15,000 per Hunter). By lowering the game to Division 
10 or less you make the game more challenging. By raising the game to Division 
20 or more you make the Hunters more gratuitous. Be sure to adjust the Foxes 
accordingly. 


Pregame Points 

Reward your Hunter's pregame creativity with points. For example if a 
character asks to have a gun camera tied into the network let him have it, and give 
him an extra 500 or so points. Other examples include sponsors, helmet cameras, 
etc. Originality is the key to deciding how many points to award. 
Points Leader 

Announce that the points leader at the end of the turn will be worth 
double points for the next round. This really gets the action going. Be sure to give 
lots of points out that round. 
Coward Points 

lf a Hunter loses points because he ran away from a fight give them to the 
guy he ran away from. E.g. Chopper runs away from Torch, loosing 500 pts Torch 
would then get 500 pts for chasing him away. 
Wall Climbers 


Allow the Hunters to climb over or throw things over the walls. 
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Limited Ammo 

Limit the amount of ammo Hunters can take into THE HUNT (75 rnds per 
weapon is a good number). This encourages them to use their rusty old melee 
weapons. | 
No Explosives 


You may learn that explosives can be pretty messy, so don't let Hunters 
have them. After all explosives are so impersonal. 


Limited Explosives 

Limit all the Hunters to a 3 or 4 grenade maximum. 
Melee Only 

Don't allow the Hunters to attack each other, except with melee 
weapons, before a certain time. ff the game is going from 6 to Midnight, don't let 
the Hunters use their guns on each other until after 10. This pretty much gets rid 
of the “dead in one turn” problem. 
Survivors 

Let survivors play in the next game. They can use their winnings to buy 
new equipment and get medical treatment. This can make the game really 
competitive. Good luck making it past two games. 
Tournament 


Hold a Hunt for Hunter's that have survived at least one Hunt. Be sure to 
let them spend their cash before going in. 


Buy Attributes and Skills 

Let Hunters increase their Attributes and skills by paying for training. 
$1,000 times the next level. E.g. Chopper has an 8 Dodge, to buy a 9 would cost 
him $9,000 to get a 10 would cost him $19,000 (9,000 + 10,000). 
Medical Treatment 

Make surviving Hunters pay $1,000 per attribute negative they took. E.g. 
Chopper wins the game but he took a -3 Dodge wound, it would cost him $3,000 
to be fit to fight again. 
Loss of Will 


Every time a Hunter takes negatives to an attribute subtract 1 from his Will 
power. This can represent the growing amount of pain. 


Hunt the Hunters 


Let the Hunters try being the prey. See just how well they do in the 
maze. 
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Personalized Foxes 


Let someone else run the Fox for you, as if it were their character. Be 
forewarned that if you do this there is no way for you to modify the damage done 
by the fox. This is not recommended for use with Iron Cross. 


Multiple Foxes 
Have more than one fox in the maze at a time. Since the foxes are pretty 


tough it is a good idea to have a lot of guys to hunt them down. This option will 
most likely be one of the bloodiest games your group has ever played. 


"You wont even make 
good fertilizer.” - 
Stalker. 
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COMBAT ORDER 


1) Declare Target 8) Roll Location 
2) Choose Weapon ~—_— 9) Subtract Armor 

3) Consider Modifiers 10) Check Size VS. Damage 
4) Roll an Attack 11) Roll Will Power 

5) Consider Modifiers 12) Note Damage 

6) Roll a Defense 13) Award Points 

7) Roll Damage 


RANGE CHART (Maximums measured in squares) 
PtBlank Short Medium Long Extreme 


Brawling 1 N/A NA NWA N/A 

Melee 1 2 N/A N/A NA 

Bows 1 4 8 16 17+ 

Pistol 1 4 8 16 17+ 

Shotgun 1 3 6 12 13+ 

Mini Gun 1 5 10 20 21+ 
1 8 16 


ATTACK MODIFIERS DODGE MODIFIERS 


Point Blank = +2 Defender is Surprised = -2 

Short = +1 Defender has 1/2 Cover = +1 
Medium = -- Dodging a Grenade = -5 

Long = -1 

Extreme = -2 Attacker Modifier 

Firing Full Auto = +2 

Firing Burst = +1 Hit Locations 

Firing Single = -- (1) Head (4) Lft Arm 
Attacker Just Ran = -1 (2) Chest (5) Rt Leg 


Extra Targets = -1 each (3) Rt Arm (6) Lft Leg 
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DAMAGE SIZE 2-3 


Carefull! You 
see blood. 


That hurt. You 
could see him 
grimace 


ie 


4-5 | thingimponan 
-1 Init. 
6-7 | wm 


He's face 
down in the 
turf 


New realm in 
pain. -1 Will, 
-2 Init. 


7 
— 
swomdtc 
soacundly 


Blood spews 
out. -2 Will, -2 
Dodge. 


weil 
Me 
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I've had worse. 
-3 Move, -3 
Dodge. 
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rh 
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Stick a fork in 
him- he's 

done. 
Send out a 


search party 
for his guts. 


nad 
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You painted 
the wails with 
him. 

Huge holes & 
lots of blood. 


Don't you 
think you over 
did it?! 


Nice shot! 
-1 Dodge 


Shot spins him 


in circle. 
-1 Init. 


-2 Dodge. 


Bones go 
crunch. -2 
Move, -1 Init. 


Priest gives 


Size. 


too great- 
Game Over. 


What an ugly 


mess! 


of this poor 
fool! 


He drops to 1 
knee in pain. 


last rights. -3 


The wound is 


Hope you like 
your meat rare! 


Not much left | Nice shootin’ 


there Tex. 


the crowd 
booed. 


You hit his 
armor. 


That sure 


Looks bad. 
-1 Move. 


A deep wound 


is opened. -2 
Init. 


Blood is every- 


where. -1 


move,-1Dodge 


Blood & guts. 


-2 Init, -2 Size. 


See white 
lights. -3 Will, 
-3 Dodge. 


He gasps one 
last breath, 
then dies. 


Glue! | need 
lots of glue! 


Try a ziploc 
bag. 


woke him up! 


Not much left. 


He's had 

worse paper 

cuts! 
Now you have 
his undivided 
attention. 


He sure felt 


that. -1 Dodge 


Ligaments are 
torn. -1 Size. 


Blood covers 
the floor. -2 
Move. 


The end is 
near. -1 Will 
-2 Dodge. 


Lose a turn 
from the pain. 
-2 Init. 


Not much 
hope left. -3 
Size, -3Dod 


Going, going, 
gone! 


Leave some 


for everybody 


else! 
He's cried 


mommy for the 


last time. 


Note: Head (1)=+10, Chest (2)=+5; Willpower & First Aid:-1 =(skill),-2=(skill-3), & -3=(skill-6) 


Did you hear 
something? 


Go away kid, 
you bother 


Right, I'll do 
you for that. 


scratched his 
armor. 


It's only a flesh 
wound. 


the crowd 
fainted. 


Blood runs 
from a clean 
cut. 


Nice dent but 
no blood. 


Oww! That He heard bells 
must have ring after that 
hurt! -4 Wiil. shot. 


That ought to 
slow him 
down. -1 Move 


Sightly dazed 
from the 
impact. 


Blood soaks 
clothes. -2 
Dodge. 
Blood is 
pooling . -1 
Size, -2 Will. 


Bone chips fly 
from the 
wound. 


Muscles fall 


apart. -1 Move, 
-2 Dodge 


Bones shatter. 
-2 Move, -2 
Will. 


Near death. -2 
Dodge, -2 Init, 
-2 Size 


Hit major 
muscles. -3 
Move, -3 Size 


Ooh yuck! 
He's toast! 


Take some 
points-this guy 
is history! 
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You're a player in the world's newest sport: You're a 


|| Hunter. As a Hunter, you will have to battle in the heart of 
|| @ maze filled with hardened criminals and other dregs of 
society. This however, is only the beginning of your 
troubles. Your worst adversaries are the other Hunters, 
|| who may seem to be allies at first, because you share a 
|} common goal: SURVIVAL. But when THE HUNT begins 
| and one of them walks into the sights of your assault 
=m |; cannon, the 5000 points you'll get for him will make you _}| 
|| forget you ever knew him. And don't think that he wouldn't || 


|| do the same to you. 


